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Introduction 


IT  is  a  commonplace  among  teachers  of  the  blind 
that  the  young  blind  child,  left  to  himself,  shows 
little  desire  for  active  play.  He  is  generally  nervous 
of  movement,  knowing  all  too  well  from  experience 
that  the  world  is  a  place  full  of  pitfalls  and  shocks  for 
the  unwary.  On  the  whole,  it  seems  to  him  best  that 
he  should  stay  where  he  is  put,  and,  as  a  result,  he 
tends  to  be  inert  and  lethargic.  Further,  there  is  for 
him  no  incentive  to  movement  comparable  with  that 
which  ceaselessly  calls  the  seeing  child  to  adventure, 
no  brightly  coloured  moving  objects  to  be  pursued, 
and  no  promise  of  new  realms  to  conquer  round  the 
bend  of  the  road.  In  the  world  of  sense,  no  less  than 
in  the  realm  of  morals,  a  man’s  reach  should  exceed  his 
grasp,  if  life  is  to  be  full. 

One  is  bound  to  admit  that  games  seldom  appear 
to  give  as  much  pleasure  to  the  blind  as  to  the  seeing  ; 
but  because  play  is  at  once  an  outlet  for  surplus  energy, 
a  preparation  for  life,  a  means  to  health,  and  a  teacher 
of  such  virtues  as  courage,  loyalty,  hardihood,  and 
unselfishness,  it  is  as  vital  a  part  of  the  full  life  of  the 
blind  child  as  of  those  who  see.  Every  effort  should 
therefore  be  made  to  adapt  the  games  of  the  seeing 
world  in  such  a  way  as  to  minimise  the  handicap  of 
blindness,  and  to  enable  the  blind  boy  or  girl  to  take 
part  in  them. 

Realising  this,  Mr.  E.  H.  Getliff,  now  Principal  of 
the  Royal  School  for  the  Blind,  Bristol,  with  many 
years  practical  experience  of  the  games  he  had  found 


5 


2 


popular  with  the  blind  children  he  taught,  collected 
a  number  of  these,,  and  they  form  the  nucleus  of  the 
present  Bulletin.  Many  of  them  were  adaptations 
from  Games  Worth  Playing  (Donald  MacCuaig  and 
Grant  Clark,  published  by  Longmans,  Green  &  Co., 
price  3/-)  and  all  had  been  tried  out  with  classes  of 
blind  children  ranging  in  age  from  nine  to  eighteen. 
Both  the  authors  and  publishers  of  Games  Worth 
Playing  were  generous  in  expressing  their  readiness 
to  allow  the  games  to  be  included  in  a  collection  for 
the  blind. 

The  National  Institute  for  the  Blind  sent  a 
circular  letter  to  schools  for  the  blind  throughout  the 
country,  inviting  them  to  submit  games  which  they 
had  found  popular,  and  in  addition  a  search  has  been 
made  through  the  files  of  The  Teacher  of  the  Blind, 
which  yielded  some  useful  material,  and  through 
Recreations  for  Blind  Children,  by  Martha  T.  Speak- 
man  (Bureau  Publication  172,  U.S.  Department  of 
Labor,  Washington)  from  which  we  have  been  per¬ 
mitted  to  make  a  selection. 

No  elaborate  classification  of  games  has  been 
attempted  in  the  pages  that  follow.  There  has  been 
a  rather  rough  threefold  division  into  Games  for 
Infants,  Juniors,  and  Older  Boys  and  Girls,  and  a  short 
additional  chapter  consists  of  party  games,  primarily 
suitable  for  use  in  those  Clubs  and  Social  Centres  which 
are  an  ever-increasing  feature  in  work  among  the  adult 
blind  ;  some  of  these  are  also  suitable  for  children  of 
varying  ages.  But  the  divisions  do  not  profess  to  be 
watertight,  for  those  who  have  seen  old  ladies  fling 
themselves  with  abandon  into  rollicking  country  dances 
would  not  deny  to  the  members  of  a  Social  Centre 
some  of  the  more  active  games  designed  for  their  great¬ 
grandchildren.  Similarly,  games  given  in  the  Infants’ 
Section  may  appeal  to  Juniors,  and  so  on. 

Lists  of  games  that  are  already  household  words 
(like  Hide  and  Seek)  are  given  first  in  each 
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section,  and  space  is  not  taken  up  with  descriptions 
in  such  cases.  Then  follow  “  Less  Familiar  Games  ” 
with  details,  and  for  convenience  of  reference  the  games 
are  arranged  alphabetically.  A  few  blank  sheets  are 
given  at  the  end  of  the  Bulletin  for  the  reader  to  add 
his  own  pet  games,  or  to  make  a  record  of  new  ones 
that  may  come  to  his  notice.  Some  of  the  games 
described  need  such  simple  apparatus  as  balls,  bean 
bags,  or  hoops,  and  the  playground  or  playroom 
should  include  some  of  the  following  apparatus  : 
Swings,  slides,  sets  of  boxes  to  be  used  as  steps,  low 
see-saws,  stilts,  jungle  gym,  skipping  ropes,  ropes  for 
jumping  and  tug  of  war. 

Needless  to  say,  the  games  must  be  selected  with 
discretion.  Valuable  as,  for  instance,  team  games  are, 
there  is  a  tendency  in  some  schools  to  overdo  them. 
The  teacher  coaching  the  teams  is  sometimes  inclined 
in  his  enthusiasm  to  neglect  the  less  energetic  children 
in  his  care,  who  really  need  the  activity  of  play  more 
than  those  who  are,  as  we  say,  “  good  at  games  ”  ; 
the  child  who  is  not  good  at  games  is,  for  his  part, 
generally  all  too  conscious  of  the  fact,  and  only  too 
ready  to  slip  away  into  some  quiet  corner  where  he 
may  hope  to  be  undisturbed  by  those  in  authority. 
There  is  rather  a  danger  too  in  Sports  Days,  which  are 
sometimes  made  the  occasion  of  an  undue  amount  of 
preparation,  and  may  be  used  too  readily  in  the  interests 
of  publicity. 

Further,  the  various  games  described  must  be 
chosen  by  the  teacher  with  common-sense  and  reason¬ 
able  caution.  The  myopic  child,  and  especially  the 
high  myope  with  retinal  degeneration,  must  not  be 
allowed  to  take  part  in  games  where  prolonged  stooping 
is  involved,  nor  the  small,  timid,  slow-moving  child 
in  those  boisterous  games  that  are  excellent  as  a  means 
of  working  off  steam  in  the  adolescent.  In  all  these 
respects,  the  responsibility  for  wise  choice  rests  with  the 
teacher,  in  consultation,  if  necessary,  with  the  School 
Medical  Officer. 
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In  all  team  games  it  is  advisable  to  arrange  the 
teams  as  evenly  as  possible  with  regard  to  sight ;  if,  for 
example,  number  3  in  a  team  is  partially  sighted,  all 
the  other  number  3s  should  if  possible  also  be  partially 
sighted.  In  races  where  a  totally  blind  child  is  running 
alone,  it  is  desirable  that  the  next  child  in  the  team 
shall  help  him  by  clapping  his  hands  to  indicate 
direction. 

Finally,  the  teacher  of  games  must  look  ahead 
beyond  the  school  horizon,  and  do  all  he  can  to  encour¬ 
age  the  boys  and  girls  in  his  care  to  take  up  games  and 
forms  of  physical  activity  that  hold  sufficient  attraction 
for  “  the  young  person  ”  to  wish  to  carry  them  over 
into  adult  life.  Too  many  blind  men  and  women  are 
unduly  heavy  in  build  and  lethargic  in  movement, 
probably  because  physical  fitness  has  not  been  made 
attractive  to  them  in  childhood  and  adolescence. 
Writing  of  the  normal  child,  the  recently  published 
Board  of  Education  Syllabus  of  Physical  Training  for 
Schools  says  :  “  Unless  children  are  taught  to  play  and 
enjoy  organised  games  while  still  at  school,  it  is  unlikely 
that  later  on  they  will  occupy  their  leisure  hours  in 
healthy  open  air  exercise/ ’  If  this  is  true  of  the  seeing, 
it  is  likely  to  be  at  least  equally  true  of  the  blind.  For 
this  reason,  country  dancing,  swimming,  rowing  and 
hiking  are  specially  to  be  commended,  for  they  are  all 
forms  of  activity  that  belong  as  truly  to  healthy 
manhood  and  womanhood  as  to  school  life. 
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SOME  BOOKS  ON  GAMES. 


Books  on  Games  are  bewilderingly  numerous,  and 
every  teacher  has  his  particular  favourites.  Only  a 
few  are  indicated  here,  which  have  been  found  useful 
by  teachers  of  blind  children,  although  compiled  in  the 
interests  of  the  seeing  child. 

Board  of  Education  Syllabus  of  Physical 
Training  for  Schools,  1933.  Published  by  H.M. 
Stationery  Office,  Adastral  House,  Kingsway,  London, 
W.C.2,  price  1/6. 

Games  Worth  Playing  (Donald  MacCuaig  and 
Grant  Clark).  Published  by  Longmans,  Green  &  Co., 
39,  Paternoster  Row,  London,  E.C.4,  price  3/-. 

Stepping  Stones  to  Cricket  and  Football 

(Donald  MacCuaig).  Published  by  Longmans,  Green 
and  Co.,  price  2/-. 

Skipping  Manual  (Olive  Newmarch).  Pub¬ 
lished  by  A.  Brown  &  Sons,  5,  Farringdon  Avenue, 
London,  E.C.,  price  2/8. 

Maypole  Exercises  (E.  Hughes).  Published  by 
Ling  Association,  10,  Mecklenburgh  Square,  W.C.l, 
price  2/9. 

Children’s  Singing  Games  (ed.  Alice  Gomme 
and  Cecil  Sharp).  Published  by  Novello  &  Co.,  Ltd., 
160,  Wardour  Street,  London,  W.l,  price  1/-  per  set 
(five  sets  obtainable).  Set  1  includes  “  London  Bridge/' 
“  Oats  and  Beans  ”  ;  Set  2  includes  “  A-hunting  we 
will  go  ”  ;  Set  4  includes  “  King  of  the  Barbarees." 

Scandinavian  Dances.  Published  by  Ling  As¬ 
sociation,  10,  Mecklenburgh  Square,  W.C.l.  Series  1, 
2,  3.  Music  8d.  each,  notes  3d.  each. 
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Games  for  Infants 


FAMILIAR  GAMES. 

Ball  Games  :  Bouncing,  chasing,  and  rolling  balls. 
Flat  racing. 

Grandmother’s  steps. 

Here  come  three  dukes  a-riding. 

Here  we  go  round  the  mulberry  bush. 

Hide  and  seek. 

Jenny  Jones. 

London  Bridge  is  broken  down. 

Looby  Loo. 

Marble  Arch. 

Muffin  Man. 

Musical  chairs. 

Nuts  in  May. 

Oats  and  beans  and  barley  grow. 

Pop  goes  the  weasel. 

Ring  a  ring  o’  roses. 

Round  and  round  the  village. 

Skipping. 

There  was  a  jolly  miller. 

Thunder  and  rain. 

LESS  FAMILIAR  GAMES. 

Bell  Horses. 

The  children  take  four  gallop  steps  on  the  spot, 
with  their  hands  in  front,  as  though  holding  reins. 
They  sing  (Tune  :  “  Green  Gravel  ”) — 

“  Bell  horses,  bell  horses, 

What  time  of  day?” 

Then  take  three  high  jumps  and  gallop  round  the  room, 
after  singing — 

“  One  o’clock,  two  o’clock, 

Three — and  away.” 


Bouncing  Ball. 

The  children  stand  in  a  circle  with  a  leader  in 
the  centre.  The  teacher  is  at  the  piano.  Leader  calls 
the  name  of  a  player,  to  whom  she  bounces  the  ball, 
keeping  it  in  rhythm  with  the  piano.  Player  catches 
the  ball,  and  bounces  it  back,  and  leader  calls  the  name 
of  another  player,  and  bounces  ball  to  him. 

Cat  and  Mice. 

The  teacher  who  acts  as  “  cat  ”  sits  asleep  half-way 
down  the  room  ;  the  “  mice  ”  (children)  creep  on  their 
toes  from  one  end  of  the  hall  to  the  other.  If  the  cat 
hears  them,  she  jumps  up  and  chases  them. 

Charlie  over  the  Water. 

Children  dance  in  a  ring  round  “  Charlie/’  singing 
“  Charlie  over  the  water,  Charlie  over  the  sea,  Charlie 
caught  a  blackbird,  but  he  can’t  catch  me.”  At  the 
word  “  me,”  Charlie  tries  to  catch  as  many  as  possible, 
before  they  can  reach  home,  touch  wood,  stand  on  one 
leg,  or  lie  flat  on  the  ground,  etc. 

Dickory,  Dickory,  Dock. 

Children  stand  in  a  circle  with  hands  on  their  hips, 
and  say : — 

Dickory,  dickory,  dock  :  Bend  right,  then  left, 
then  stand  erect. 

Tick-tock  :  Stamp  with  each  foot. 

The  mouse  ran  up  the  clock  :  Take  6  running 
steps  to  centre. 

The  clock  struck  one  :  Clap  hands  once. 

The  mouse  ran  down  :  Take  4  running  steps 
back  to  circle. 

Dickory,  dickory,  dock  :  Bend  right,  then  left, 
then  stand  erect. 

Tick  tock  :  Stamp  with  each  foot. 

Dog  and  Bones. 

All  the  children  except  one  sit  in  a  ring  on  the 
floor.  The  player  who  is  to  be  the  dog  stands  in  the 


centre  of  the  ring,  and  various  articles  representing 
bones  are  scattered  on  the  floor  near  him.  The  other 
children  creep  up  and  try  to  take  the  bones  without 
the  dog  hearing  them.  When  a  child  is  caught,  he 
changes  places  with  the  dog  and  the  game  continues. 

Echo. 

Children  sit  in  a  circle,  and  teacher  taps  one  child, 
who  is  to  be  “Echo,”  and  this  child  tiptoes  from  the 
room.  Other  players  sing  the  echo  song,  and  the  child 
who  is  Echo  repeats  the  last  word  of  each  line,  thus  : — 
Echo,  echo,  are  you  near  ?  ...  Near 

Tell  us  if  you  can  hear  ...  ...  Hear 

Will  you  with  us  children  stay  . . .  Stay 

Join  us  in  our  merry  play  ...  Play. 

The  teacher  then  taps  another  child,  who  guesses  who 
Echo  is  by  the  sound  of  his  voice.  If  he  guesses  right, 
he  becomes  Echo. 

King  and  Courtiers. 

The  children  sit  cross-legged  at  the  end  of  the 
room,  with  their  backs  to  the  King  and  Queen,  who 
sit  at  the  other  end  of  the  room.  The  King  and  Queen 
take  it  in  turns  to  call  out  a  child’s  name,  and  the  child 
who  is  called  tries  to  reach  them  without  the  others 
hearing  him.  If  heard,  the  others  clap  hands,  and  he 
must  sit  down  again.  Another  name  is  then  called. 
Any  child  who  reaches  the  throne  sits  down  beside 
the  King  and  Queen  and  becomes  a  courtier. 

Old  Man  of  the  Sea. 

The  “  Old  Man  of  the  Sea,”  first  represented  by  the 
teacher,  and  then  by  one  of  the  children,  calls  out  : — 
“  The  sea  is  calm  ”  :  The  children  walk  on  their 
toes,  with  arms  raised  sideways,  anywhere 
in  the  room.  Then — 

“  The  sea  is  choppy  ”  :  Children  run  with  knees 
lifted  high,  and  arms  moving  up  and  down 
with  chopping  action. 


“  The  sea  is  rough  ”  :  Children  gallop  round 
the  room  with  arms  circling. 

“  The  sea  is  stormy  ”  :  All  sit  on  the  floor  with 
legs  crossed 

The  Old  Man  of  the  Sea  calls  for  “calm,”  “choppy,” 
“  rough  ”  sea  with  quick  changes.  When  “  stormy  ” 
is  called,  children  sit  down,  and  the  first  one  to  sit 
becomes  Old  Man  of  the  Sea  for  the  next  round. 

Shut  and  Open  the  Box. 

The  children  form  as  large  a  ring  as  possible,  with 
hands  joined,  then  drop  hands.  A  leader  is  chosen, 
who  moves  towards  the  centre  with  any  steps  he  likes, 
e.g.,  a  jump,  two  or  three  hops,  or  running  steps. 
This  continues  till  all  are  close  together  in  the  centre, 
and  the  box  is  “  shut.”  The  box  is  “  opened  ”  in  the 
same  way. 

Three  Blind  Mice. 

Children  in  ring  skip  round  singing  “  Three  Blind 
Mice.”  Teacher  or  child  in  the  centre  is  the  Farmer’s 
Wife.  At  a  given  word  she  chases  the  children  (mice), 
who  all  race  to  their  “  home.”  Those  caught  join  the 
farmer’s  wife  and  help  to  catch  next  time. 

Three  Jolly  Fishermen. 

The  three  fishermen  stand  in  the  centre,  and  the 
rest  dance  round  in  a  ring,  singing  the  nursery  rhyme, 
“  Here  come  three  jolly  fishermen.”  At  the  words, 
“  And  a  jolly  fine  fish  caught  they  !  ”  each  fisherman 
tries  to  catch  a  fish.  The  game  is  then  repeated  with 
6  fishermen,  next  time  12,  and  so  on. 

What  is  the  Time,  Mr.  Wolf? 

Teacher  or  child  as  Mr.  Wolf  is  followed  by  the 
class  repeatedly  asking  in  chorus,  “  What  is  the  time, 
Mr.  Wolf  ?  ”  Mr.  Wolf  answers,  “  Nine  o’clock, 
eleven  o’clock,”  etc.,  but  when  he  says,  “  Dinner  time  ” 
the  children  race  home,  Mr.  Wolf  catching  as  many  as 
possible. 
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Games  for  Juniors 


FAMILIAR  GAMES. 


Family  coach. 
Fill  the  gap. 
Flat  race. 


Potato  race. 

Skipping. 

Statues. 


High  jumping. 


Tag. 


Obstacle  race. 


King  of  the  Barbarees. 


Twos  and  threes. 

Tom  Tiddler’s  ground. 


Maypole  dances,  English  country  dances  and 
Scandinavian  dances  are  suitable  for  Juniors. 


LESS  FAMILIAR  GAMES. 


Catch  Your  Tail. 

Two  teams  face  each  other  in  file  formation.  The 
end  member  of  each  team  has  a  sash  tied  round  him, 
which  hangs  behind  as  a  tail.  Each  member  of  a  team 
grasps  the  player  in  front  firmly  round  the  waist. 
The  leader  of  each  team  tries  to  catch  the  "  tail  ”  of 
the  end  member  of  the  other  team,  while  all  the  other 
members  of  the  team  aid  the  “  tail  ”  in  dodging  the 
leader  of  the  opposing  team.  The  first  leader  to  catch 
the  tail  of  the  other  team  wins  for  his  team. 

Circle  Relay. 

Players  form  two  circles  facing  outward,  with  the 
same  number  in  each  circle.  Players  in  each  circle  are 
numbered,  every  number  in  one  circle  corresponding 
to  a  number  in  the  other.  At  a  signal,  each  one  of  the 
two  players  numbered  1  runs  round  the  circle 
towards  the  right  and  back  to  his  place,  tapping  No.  2, 
who  in  his  turn  runs  round,  and  taps  No.  3,  and  so  on. 
The  circle  that  finishes  first  wins. 

Circular  Jumping. 

Players  stand  in  a  circle,  with  the  teacher  in  the 
centre.  The  teacher  holds  a  rope,  with  a  weight  at  the 
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end,  and  swings  this  round  the  circle,  so  that  it  makes 
a  noise  as  the  weight  touches  the  floor.  The  players 
listen  for  its  approach,  and  try  to  jump  over  it  ;  any 
player  whose  foot  touches  it  is  out  of  the  game.  The 
game  continues  until  only  one  player  is  left  in. 

Crusts  and  Crumbs. 

Children  in  two  lines  face  each  other,  three  or  four 
feet  apart.  One  line  is  called  "  Crusts  ”  and  the  other 
“  Crumbs/’  The  teacher,  rolling  her  “  R’s  ”  to  keep 
the  children  in  suspense,  calls  out  one  of  the  names. 
If  “  Crusts  ”  is  called,  that  line  runs  away,  the  Crumbs 
chasing.  Any  caught  before  crossing  a  given  line, 
touching  wall,  etc.,  change  places  and  become  Crumbs, 
and  vice  versa. 

Fire  on  the  Mountain. 

Children  stand  in  a  double  ring,  well  spaced. 
One  player  in  the  centre  calls  :  “  There’s  a  fire  on  the 
mountain,  run,  run,  run  !  ”  At  last  word,  children  in 
outer  ring  turn  left  or  right  and  run  round  outside  the 
ring  till  the  centre  player  calls  :  “  The  fire  is  out  !  ” 
at  which  all  try  to  find  a  partner,  including  the  odd 
player.  The  child  who  fails  to  do  so,  goes  into  the 
centre.  Partners  change  places,  and  the  game  is 
repeated. 

Mother  Bird. 

One  child  as  hawk  and  teacher  as  Mother  Bird. 
Children  are  divided  into  two,  and  later,  more  groups, 
each  group  choosing  the  name  of  a  bird,  and  making 
its  home  in  different  corners  of  the  playground.  The 
Mother  Bird  from  her  “  nest  ”  at  the  opposite  end  of 
the  playground,  calls  each  group  home  in  turn  and 
as  they  race  to  her  the  hawk  tries  to  intercept  and 
catch  as  many  as  possible.  Those  caught  are  taken 
to  his  nest.  Repeat,  choosing  a  new  hawk,  or  let  those 
caught  help  the  hawk. 
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Postman  Relay. 

The  two  teams  sit  in  a  straight  line,  respectively 
to  the  right  and  left  of  the  teacher.  Number  1,  the 
leader  of  each  team,  holds  a  token  and  on  the  word 
“  Go  ”  runs  to  touch  the  teacher,  then  runs  back  and 
hands  the  token  to  number  2,  who  in  his  turn  touches 
the  teacher,  and  hands  the  token  to  number  3.  Each 
member  of  the  team  having  run  in  turn,  the  last  one 
gives  the  token  back  to  the  leader. 

Pom,  Pom,  Pullaway. 

The  game  should  be  played  on  a  grass  field,  with 
a  gravel  path  in  the  centre.  All  the  players  except 
the  one  who  is  “  It  ”  stand  on  one  side  of  the  path, 
and  “  It  ”  stands  in  the  centre  of  the  path,  and  calls  : — 
“  Pom,  Pom,  Pullaway, 

If  you  don’t  come,  T 11  pull  you  away.” 

On  this,  all  the  other  players  must  run  across  the  path 
on  to  the  grass  on  the  opposite  side,  while  “  It  ”  tries 
to  tip  as  many  as  possible  before  they  reach  it.  Those 
who  have  been  tipped  join  It  in  trying  to  catch 
the  others  the  next  time  they  dash  across  the  path. 
The  players  run  from  one  side  to  the  other,  till  all  have 
been  caught,  and  the  last  to  be  caught  becomes  “  It  ” 
in  tjie  next  game. 

The  Short  Story  (From  The  Teacher  of  the  Blind , 
Nov,  1929). 

Two  or  more  equal  teams  are  arranged  in  cross- 
legged  sitting  position  in  single  file.  The  members  of 
the  teams  are  numbered  1,  2,  3  .  .  .  The  games  leader 
then  relates  a  story  introducing  numbers.  He  may 
begin  :  “  Three  men  were  out  walking  when  they  were 
overtaken  by  a  six-seater  car,  containing  four  people, 
two  men,  one  lady,  one  child,  and  a  dog  with  nine 
spots.”  As  each  number  is  called,  the  player  whose 
number  it  is  must  run  from  his  place  on  all  fours 
round  the  back  of  his  team  to  the  front,  and  so  to  his 
place. 
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Tap  the  Rabbit. 

The  children  form  a  circle,  with  one  child,  the 
“  Rabbit/'  outside.  The  rabbit  runs  around  outside 
the  circle,  and  taps  one  of  the  other  players,  who 
becomes  the  chaser,  and  runs  after  the  rabbit,  trying 
to  catch  him  before  he  can  get  to  the  space  in  the  circle 
left  vacant  by  the  chaser.  If  the  rabbit  is  caught  before 
reaching  the  space  he  must  go  into  the  centre,  and 
remain  there  till  another  player  is  caught  or  until  he 
can  free  himself  by  paying  a  forfeit.  The  successful 
chaser  then  becomes  the  rabbit,  and  he  taps  another 
player,  who  becomes  a  chaser.  If  the  chaser  fails  to 
catch  the  rabbit,  the  chaser  becomes  the  new  rabbit, 
and  the  former  rabbit  joins  the  circle. 

Threading  the  Needle. 

Teams  stand  in  rank  formation,  with  hands  joined. 
The  space  between  the  players  is  numbered.  In  turn 
different  numbers  are  called,  and  the  players  on  each 
side  of  the  space  called  raise  their  arms  to  form  an 
archway.  The  two  end  members  of  the  team  immedi¬ 
ately  run  to  the  space  and  go  through  it,  all  members 
of  the  team  following  without  breaking  the  chain 
formed  by  joining  hands.  The  players  forming  the  arch 
themselves  turn  under  it,  and  the  team  finishes  in 
position  of  rank  formation. 

The  winning  team  is  that  which  is  first  in  rank 
formation  without  any  member  having  broken  the 
links  which  he  helps  to  make. 

Note. — Variations  in  this  game  may  be  made  by 
having  the  arch  in  different  places. 


Games  for  Older  Boys  and  Girls 

Bear,  Wolf  and  Sheep. 

Two  partially -sighted  players  are  chosen  as  bear 
and  wolf,  and  each  has  a  den.  All  the  sheep  have 
partners,  one  of  the  sheep  being  blind  and  the  other 
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partially  sighted.  At  a  given  signal,  the  sheep  run 
away  from  the  wolf  and  bear,  who  try  to  catch  them 
in  an  allotted  time  (say,  two  minutes).  When  a  pair 
of  sheep  have  been  caught  they  are  taken  to  the  den. 

If  partners  let  go  of  each  other’s  hands  while  being 
chased,  they  must  give  themselves  up  to  the  chaser. 
When  the  time  is  up  a  whistle  is  blown,  and  all  the 
remaining  sheep  are  called  back  to  the  fold.  A  count 
is  made,  of  the  sheep  that  are  free  and  of  those  that 
are  in  the  dens.  If  the  largest  number  are  free,  the 
sheep  win.  If  the  largest  number  are  in  the  den  of  one 
of  the  chasing  animals,  that  animal  wins.  Another  bear 
and  wolf  are  chosen,  partners  are  changed,  and  the 
game  is  repeated. 

Bucking  Bronchos  (From  The  Teacher  of  the  Blind 
Jan.,  1930). 

This  game  is  played  by  two  teams,  who  form  a 
double  circle,  the  outer  boys  mounted  on  the  inner 
boys’  backs,  and  each  pair  separated  from  the  next 
by  an  arm’s  length.  The  object  is  for  the  riders,  or 
cowboys,  to  pass  a  football  round  the  ring  without 
dropping  it,  while  the  bronchos  try  to  prevent  this  by 
wriggling  or  bucking,  but  without  moving  their  feet.. 
If  they  succeed  in  making  the  cowboys  drop  the  ball, 
the  broncho  responsible  must  pick  it  up,  while  all  the 
cowboys  scatter  on  foot.  On  retrieving  the  ball,  the 
broncho  cries  “  Stop  ”  and  the  cowboys  stand  still, 
and  count  aloud  to  show  their  whereabouts.  The 
broncho  then  throws  the  ball  at  the  nearest  cowboy, 
and  if  he  is  hit,  the  two  teams  change  their  positions, 
and  the  game  begins  again.  If  nobodv  is  hit,  the 
original  formation  is  resumed. 

Bull  in  the  Ring. 

Teams  each  form  into  a  circle,  with  hands  tightly 
clasped,  and  shoulders  and  sides  touching.  A  player 
is  selected  from  each  of  the  teams,  and  enters  the: 
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circle  formed  by  one  of  the  other  teams.  On  the  com¬ 
mand  to  start,  the  “  bull  ”  tries  to  break  out  of  the 
ring,  by  pressing  against  the  sides  of  the  ring,  and 
forcing  a  way  through.  Charging  on  the  part  of  the 
bull,  or  the  raising  of  knees  by  the  players  who  form 
the  ring  is  not  allowed.  The  first  bull  to  break  loose 
is  the  winner  for  his  team.  If  there  are  a  number  of 
teams  the  game  can  be  played  till  each  has  been  tried 
with  a  bull  from  each  of  the  other  teams. 

Catch  and  Pull  Tug  of  War. 

Players  are  divided  into  two  teams,  and  the  game 
is  played  on  a  space  divided  into  two  parts,  one  side 
grass  and  the  other  asphalt  or  concrete.  The  boundary 
between  the  two  parts  is  the  dividing  line  for  the  teams, 
which  stand  on  opposite  sides  of  the  line.  When  the 
signal  to  start  is  given,  each  player  reaches  over  the 
line,  and  tries  to  catch  hold  of  an  opponent  by  the 
hand,  and  pull  him  across  the  line.  Only  one  player 
at  a  time  may  try  to  secure  a  hold  on  an  opponent, 
and  a  player  is  not  captured  till  he  has  been  entirely 
pulled  over  the  line.  He  must  then  join  his  captors 
in  trying  to  pull  members  of  his  former  team  across. 
The  team  wins  that  has  the  largest  number  of  players 
at  the  end  of  the  time  limit  set. 

Channel  Ball  (From  The  Teacher  of  the  Blind , 
Jan.,  1930). 

This  can  be  played  by  two  equal  teams  of  totally 
blind  children,  who  are  arranged  in  two  ranks,  about 
a  couple  of  yards  apart,  facing  each  other.  A  football 
is  provided,  and  the  object  of  each  team  is  to  throw  the 
ball  through  the  opposing  rank.  Each  boy  must  stand 
with  feet  astride,  and  may  defend  the  space  between 
his  legs  with  his  hands  only,  by  assuming  a  “  trunk 
downward  bend  ”  position.  The  ball  must  not  be 
thrown  higher  than  the  waist,  and  only  goals  scored 
below  the  waist  are  counted.  It  is  advisable  to  insist 
on  a  rest  from  time  to  time  to  correct  the  effect  of  the 
stooping  position. 
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Composite  Passing. 

One  ball  is  required  for  each  team  and  the  forma¬ 
tion  is  the  same  as  that  in  Zig  Zag  Passing  (see  page  41). 
The  team  begins  with  Zig  Zag  Passing,  and  as  soon  as 
the  last  player  receives  the  ball  his  rank  turns  to  file 
formation.  This  file  begins  with  Tunnel  Passing 
(page  38).  When  number  2  player  receives  the  ball 
at  the  end  of  the  “  tunnel/'  he  passes  it  across  to 
number  1.  Number  l's  rank  forms  a  file,  and  proceeds 
with  Overhead  Passing  (see  page  30).  On  completing 
this,  the  two  files  form  ranks,  and  finish  the  game  with 
Zig  Zag  Passing  in  the  reverse  order,  so  that  the  game 
is  ended  when  number  2  holds  the  ball  above  his  head. 

Continuous  Leapfrog. 

Players  form  a  circle,  all  facing  towards  the  centre. 
The  circle  must  be  large  enough  to  allow  ample  jumping 
space  between  the  players.  Every  player,  except  one 
who  has  been  chosen  to  begin  the  leaping,  makes  a  back. 
The  one  chosen  to  leap  leaps  over  the  back  of  each 
player  in  the  circle.  When  he  gets  nearly  round,  the 
second  player  (the  one  over  whom  he  jumped  first) 
begins  to  leap  round  the  circle.  The  game  continues, 
each  player  going  back  into  stooping  position  after  he 
has  completed  the  circle.  If  a  jumper  overtakes 
another,  the  one  overtaken  must  drop  out  of  the  game, 
which  continues  till  only  three  players  are  left. 

Dodge  Ball. 

One  ball  is  required  for  this  game. 

One  team  scatters  out  inside  a  circle  formed  by 
the  other  teams.  On  the  word  to  start,  the  player 
holding  the  ball  rolls  it  as  swiftly  as  he  can  across  the 
floor  to  the  other  side  of  the  circle.  The  players  inside 
the  circle  try  to  dodge  the  ball  either  by  jumping,  or 
by  running  from  it.  The  ball  is  kept  moving  con¬ 
tinuously  across  the  circle.  When  a  player  inside  the 
circle  is  hit  below  the  knee,  he  is  “  out  ”  and  must 
move  out  of  the  circle.  Each  team  is  allowed  a  certain 
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time  inside  the  circle.  When  each  team  has  been  inside 
the  circle,  the  game  is  finished.  The  winning  team  is 
the  one  which  has  lost  fewest  players. 

Donkey  Relay. 

Teams  stand  in  files  behind  a  given  line.  Some 
distance  in  front  is  another  mark  parallel  to  the 
starting  line. 

On  the  signal  to  start,  the  second  player  jumps 
on  to  the  back  of  the  leader,  who  carries  his  rider  to 
the  other  line.  The  rider  at  once  dismounts,  and 
returns  quickly  to  his  file.  The  third  member  now 
becomes  the  rider,  and  the  previous  rider  becomes  the 
donkey.  When  the  first  rider  reaches  the  line  as  donkey 
he  remains  there  while  his  rider  returns  to  the  file  to 
become  the  donkey.  The  leader  of  the  team  can  now 
take  his  place  at  the  end  of  the  file,  and  wait  his  turn 
to  become  a  rider.  The  race  is  finished  when  each  has 
been  carried,  and  has  carried  another  player,  and  the 
leader  dismounts  to  take  his  place  at  the  head  of  his  team. 
The  race  can  be  one  of  either  running  or  walking. 

The  Drift  Net  (From  The  Teacher  of  the  Blind , 
Jan.,  1930). 

Two  teams  are  arranged  on  opposite  sides  of  the 
playground,  and  an  odd  man  in  the  centre.  He  starts 
the  game  by  calling  out  the  name  of  an  intended  victim, 
who  has  to  cross  the  playground  without  getting  caught. 
If  he  is  caught,  he  helps  the  first  man  to  catch  the  next 
person  named.  Occasionally  the  leader  may  call  “  All 
across !  ”  and  in  this  way  he  may  catch  several  boys 
at  one  casting  of  the  net.  Each  boy  who  is  caught 
joins  hands  with  the  leader  to  form  the  net  till  it 
finally  stretches  across  the  entire  playground. 

Duck  Race. 

Players  stand  in  two  files,  each  file  headed  by  a 
leader  with  some  sight.  Each  player  holds  the  waist 
of  the  player  in  front  of  him.  At  a  signal  the  lines  race 
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to  a  given  point,  and  the  line  which  reaches  the  point 

first  without  breaking  wins. 

% 

Exchange  Relay. 

Two  different  tokens  are  required  for  each  team. 

Each  team  is  divided  into  two  equal  groups,  which 
stand  in  file  formation  facing  each  other  at  the  ends 
of  a  given  space.  The  leader  of  each  group  has  a  token, 
and  when  the  signal  to  start  is  given  the  two  leaders 
walk  as  quickly  as  possible  to  meet  each  other,  exchange 
tokens,  and  return  to  their  respective  groups.  As  soon 
as  the  group  leader  reaches  his  group,  he  hands  over 
the  token  to  the  second  player,  who  immediately  goes  to 
meet  the  second  player  from  the  opposite  group.  This 
is  done  till  every  member  of  the  group  has  met  his 
fellow  member  from  the  opposite  group,  and  exchanged 
tokens.  The  last  players  hand  their  tokens  to  their 
leaders,  and  the  game  ends  when  the  leaders  meet  a 
second  time,  and  stand  back  to  back  with  the  tokens 
above  their  heads  to  signify  the  end  of  the  race. 

In  a  Running  Exchange  Relay,  the  players  run 
between  the  groups  to  meet  and  exchange  tokens. 

In  a  Hopping  Exchange  Relay,  hopping  is  sub¬ 
stituted  for  walking  or  running. 

Giddy  Relay. 

One  long  pole  is  required  by  each  team. 

On  the  signal  to  start,  the  team  leader  leaves  the 
head  of  his  hie,  and  runs  to  the  pole,  which  is  lying  some 
yards  in  front  of  his  team.  He  picks  it  up,  and  placing 
one  end  on  the  ground,  holds  it  firmly  with  both  hands. 
When  his  leader  calls,  number  2  runs  up  to  the  pole, 
grasps  it  with  both  hands,  and  runs  round  it  three  times, 
passing  between  it  and  his  leader.  After  number  2  has 
completed  his  “  giddy  ”  rounds,  he  stands  behind  his 
leader,  who  immediately  calls  for  number  3.  This  is 
done  with  each  player,  till  the  team  is  again  in  file 
formation  behind  the  leader,  who  holds  up  the  pole 
to  show  that  his  team  has  finished. 
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Goal  Scoring. 

One  team  forms  a  rank  with  its  players  facing 
alternately  the  other  teams,  which  are  at  a  distance 
of  4  or  5  yards  facing  the  middle  team.  The  teams  kneel 
down,  the  middle  team  having  small  spaces  between 
each  player.  A  player  in  one  of  the  scoring  teams  has 
a  ball,  and  on  the  signal  to  start  he  tries  to  roll  it 
swiftly  through  a  space  in  the  middle  team.  Should 
the  ball  penetrate  the  “  defence  ”  of  the  middle  team, 
a  goal  is  scored,  and  the  other  scoring  team  has  a  chance 
to  score. 

If  a  team  fails  after  several  attempts  to  score,  the 
player  who  has  the  ball  in  the  defending  team  can  roll 
it  to  the  other  scoring  team,  so  that  each  team  has  its 
chance.  Each  team  in  turn  takes  its  place  as  defending 
team,  and  also  has  two  chances  for  goal  scoring.  If  a 
player  throws  the  ball  high,  or  past  the  end  of  the 
defending  team,  his  team  forfeits  a  goal.  The  winning 
team  is  that  which  scores  the  highest  total  of  goals  in 
its  two  attempts. 

Handball. 

The  ball  used  should  be  similar  in  size  to  Size  4 
football,  and  should  be  made  of  strong  centre  cane, 
covered  with  canvas  or  linen,  and  having  three  small 
round  bells  inside  it.  The  area  of  ground  may  vary, 
30  by  40  feet  being  very  suitable,  and  the  number  of 
players  can  be  changed  to  suit  the  school,  and  the 
conditions  in  which  the  game  is  played.  The  goals 
should  be  3  yards  long,  and  about  18  inches  high. 
Players  take  up  their  positions  as  follows  :  In  the 
centre  of  the  field  the  forward  lines  face  each  other, 
one  player  on  each  wing  and  one  in  the  centre.  On 
each  side  half-way  between  the  centre  line  and  goal 
(just  in  front  of  the  penalty  area)  there  are  two  full 
backs,  right  and  left.  There  is  a  goalkeeper  in  each 
goal.  All  may  be  blind,  though  partially-sighted  goal¬ 
keepers  make  the  game  more  exciting.  The  ball  having 
been  “  centred  ”  and  “  touched  off  ”  by  the  sighted 
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referee,  the  game  proceeds,  following  in  general  the 
simple  rules  of  football,  modified  to  meet  the  require¬ 
ments  of  handball  in  the  following  respects  : — 

(1)  The  ball  is  driven  along  by  hand,  or  dribbled 
along  by  hand,  and  never  raised  from  the 
ground  for  more  than  a  few  inches. 

(2)  Players  keep  within  their  own  limited  areas, 
with  the  exception  of  the  forwards,  who  may 
enter  the  opposition  area  to  score  goals. 

In  addition  to  the  usual  football  penalties,  players  are 
penalised  for : — 

(1)  Rough  play  (i.e.,  attacking  roughly,  or 
holding  another  player). 

(2)  Raising  the  ball  from  the  ground  (about 
1  foot  is  the  limit  of  height). 

(3)  Throwing  the  ball. 

(4)  Keeping  the  ball  too  long  in  the  hands  of 
one  player,  unless  it  is  being  dribbled  among 
opposing  players.  Approximately  10  seconds 
is  the  limit. 

(5)  Kicking  the  ball  with  the  foot. 

The  game  may  be  played  either  indoors  in  a  hall 
or  gymnasium,  or  out  of  doors,  if  the  ground  is  sur¬ 
rounded  by  netting,  and  the  players  wear  rubber  shoes. 

Heel  and  Toe  Relay  Race. 

Two  or  more  files  of  players  are  formed,  with  a 
goal  in  front  of  each.  At  a  signal,  the  first  player  in  each 
file  starts  walking  as  quickly  as  possible,  placing  the 
heel  of  one  foot  in  front  of  the  toe  of  the  other  foot,  and 
touching  it.  When  he  reaches  the  goal,  he  touches  it, 
turns  round,  and  walks  back  the  same  way  till  he  reaches 
the  second  player,  whom  he  taps.  This  player  walks  to 
the  goal  in  the  same  way,  and  returns  to  tap  the  third 
player.  This  continues  till  the  leader  is  again  at  the 
head  of  the  line.  The  line  that  finishes  first  wins. 
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Hoop  and  Ball  Crawling. 

One  ball  and  one  hoop  must  be  provided  for  each 
team,  and  the  team  formation  is  the  same  as  that  in 
Hoop  and  Ball  Racing  (see  next  game).  On  the  signal, 
the  leader  runs  to  the  hoop,  passes  the  ball  through 
it  in  front  of  himself,  and  then  crawls  through  the  hoop. 
He  returns  to  his  team,  hands  the  ball  to  the  second 
player,  and  passes  to  the  rear  of  the  team.  The  second 
player  repeats  the  running  and  crawling,  and  returns 
to  hand  the  ball  to  the  third  player  who  straight  away 
runs  to  the  hoop.  The  game  ends  when  the  leader 
receives  the  ball  from  the  last  player,  and  the  team  is 
in  hie,  with  the  leader  holding  the  ball  above  his  head, 
to  show  that  his  team  has  finished. 

Hoop  and  Ball  Racing, 

One  hoop  and  one  ball  are  required  for  each  team. 

The  teams  stand  in  hie  formation,  facing  a  seeing 
player,  who  stands  facing  the  team  at  a  given  distance, 
holding  the  hoop  out  sideways  shoulder-high.  At  the 
signal  to  start,  the  leader  runs  to  the  hoop,  passes  the 
ball  through  it,  and  returns  to  his  team.  He  hands  the 
ball  to  the  second  player,  who  then  runs  and  passes 
the  ball  through  the  hoop,  returning  it  to  the  third 
player.  Each  player  moves  to  the  end  of  the  team 
after  he  has  handed  the  ball  to  the  player  following 
him.  This  is  done  until  the  ball  is  finally  handed  over 
to  the  team -leader,  who  holds  it  above  his  head,  to 
show  the  game  is  ended. 

Hoop  and  Ball  Rolling. 

One  ball  and  one  hoop  must  be  provided  for  each 
team,  and  the  teams  stand  in  hie  formation  as  in  Hoop 
and  Ball  Racing  (see  above).  The  player  facing  the 
team  holds  the  hoop  firmly  on  the  ground  at  his  side. 
On  the  signal  to  start,  the  leader  rolls  the  ball  between 
his  hands  along  the  ground  and  through  the  hoop. 
He  then  returns,  still  rolling  the  ball,  to  his  team,  and 
the  second  player  receives  the  ball.  As  soon  as  he 
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receives  it,  this  player  rolls  it  along,  and  through  the 
hoop,  returning  and  rolling  the  ball  to  the  next  player. 
This  is  repeated  until  each  player  has  rolled  the  ball 
through  the  hoop,  and  the  team  leader  receives  the  ball 
from  the  end  player.  The  game  ends  when  the  leader 
stands  at  the  head  of  his  team  with  the  ball  held  above 
his  head. 

Hoop  Dressing. 

This  game  is  similar  to  Hoop  Skipping  (p.  27) ;  each 
player  in  turn  passes  the  hoop  over  his  head,  steps  out 
of  it,  and  passes  it  to  the  player  behind.  The  game 
ends  when  the  last  player  holds  the  hoop  above  his 
head. 

Hoop  Skipping  and  Hoop  Dressing  can  be  com¬ 
bined  to  form  a  longer  game.  As  soon  as  the  last 
player  has  skipped  through  the  hoop,  he  at  once 
does  Hoop  Dressing,  and  then  passes  the  hoop  to  the 
player  in  front,  who  in  turn  does  Hoop  Dressing,  and 
passes  the  hoop  forward.  The  game  ends  when  the 
leader  has  received  the  hoop,  done  Hoop  Dressing,  and 
holds  the  hoop  above  his  head. 

Note. — The  three  hoop  games  (Hoop  Skipping, 
Hoop  Dressing  and  the  Combined  Game)  can  be  played 
in  rank  formation  and  side  passing,  in  place  of  the 
backward  or  forward  passing. 

Hoop  Exchange  Relay. 

Two  hoops  and  two  tokens  are  required  for  each 
team. 

Each  team  is  in  the  same  formation  as  in  the 
previous  relay  races,  with  a  hoop  on  the  ground  in 
front  of  the  group  leaders.  On  the  signal  to  start,  each 
leader  picks  up  the  hoop,  passes  it  over  his  head,  and 
goes  to  meet  his  opposite  leader.  Tokens  are  exchanged, 
and  the  leaders  return  to  their  groups.  The  next  pair 
(who  may  have  already  passed  through  the  hoop)  then 
meet  to  exchange  tokens.  This  is  repeated  till  each 
player  has  gone  through  the  hoop,  exchanged  tokens, 
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and  returned  to  his  group.  The  race  ends  when  the 

group  leaders  have  passed  through  the  hoop  a  second 

time,  and  meet  between  the  groups.  They  stand  back 

to  back  with  the  tokens  held  above  their  heads  to  show 

that  they  have  finished. 

«/ 

Note. — Only  the  two  players  who  have  to  race 
immediately  after  the  two  actually  racing  may  pass 
through  the  hoop  in  order  to  be  ready  to  begin  their 
walking,  or  running,  as  the  case  may  be. 

Hoop  Skipping. 

A  wooden  or  cane  hoop  is  required  for  each  team, 
and  the  teams  stand  in  file  formation  at  ordinary 
distance.  On  the  signal  to  start,  the  leader  skips 
through  the  hoop,  and  passes  it  on  to  the  next  player 
behind,  who  in  his  turn  skips  through  it,  and  again 
passes  it  back  to  the  next  player. 

The  game  ends  when  each  player  has  skipped 
through  the  hoop,  and  the  end  player  holds  the  hoop 
above  his  head. 

Jockeys  and  Horses. 

The  class  forms  into  two  circles,  and  takes  up  its 
position  as  for  Merry-go-rounds  (see  page  29).  On  the 
command,  the  circles  skip  round  to  right  or  left,  till 
a  further  signal  is  given.  On  the  second  signal  the 
circles  stop  and  the  outer  circle  of  “  Jockeys  ”  mount 
as  quickly  as  possible.  When  the  Jockeys  have  dis¬ 
mounted,  the  outer  circle  moves  round,  while  the  inner 
“  runs  on  the  spot.”  At  the  signal  to  mount  again, 
the  first  Jockey  to  mount  is  the  winner.  This  may  be 
repeated  a  number  of  times,  and  then  the  circles 
change  places. 

Jump,  Pig,  over  the  Stile. 

Two  lines  with  an  equal  number  of  players  are 
formed.  When  the  signal  to  start  is  given,  the  first 
player  in  each  line  runs  to  the  referee,  who  stands  at 
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the  end  of  the  room,  and  gives  the  player  a  pole  or 
yardstick.  Holding  ft  by  the  ends,  the  player  must  put 
first  one  foot,  and  then  the  other  over  it  so  that  it  is 
behind  the  player.  He  takes  it  back  to  the  referee, 
then  runs  back  to  his  line,  and  taps  the  next  player, 
who  repeats  the  performance.  The  line  that  finishes 
first  wins. 

Kangaroo  Relay  Race. 

Two  or  more  lines  are  formed  with  an  equal 
number  of  players.  The  first  player  in  each  line  puts 
a  basket  ball  between  his  knees,  and  jumps  like  a 
kangaroo  to  a  given  point  and  back  again,  and  then 
hands  the  ball  to  the  next  player,  who  does  the  same. 
This  continues  till  every  player  has  had  a  turn,  and 
the  line  finishing  first  wins. 


The  Kings’  Run. 

Two  sides,  as  equal  as  possible  in  number  and 
strength,  stand  opposite  each  other  at  a  distance  of 
8  to  10  feet.  Each  side  stands  with  hands  joined,  and 
has  a  captain  who  stands  at  the  left  end  of  the  line. 
Sides  take  turns  to  be  attackers  and  defenders.  The 
captain  of  the  first  side  to  attack  chooses  one  player 
as  runner,  and  this  player  runs  with  all  his  might,  and 
tries  to  break  through  the  defenders’  line.  If  he  suc¬ 
ceeds,  all  the  defenders  cut  off  from  the  captain’s  end 
of  the  line  must  cross  over,  and  join  the  attackers’  side. 
If  he  fails,  he  must  join  the  defenders’  side.  The 
attackers  then  become  defenders,  and  the  game  goes  on 
until  one  captain  has  lost  all  his  men.  This  captain 
is  allowed  three  trials  to  break  through  the  enemy’s 
line,  but  if  he  does  not  succeed,  his  side  loses  the  game. 

To  make  the  game  shorter,  a  rule  may  be  made 
that  defenders  cut  off  from  their  own  line,  and  runners 
who  fail  to  break  through  the  defenders’  line  are  out 
of  the  game. 
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Leapfrog  Race. 

The  players  are  lined  up  in  two  or  more  single 
hies,  as  for  leapfrog.  The  first  player  in  each  hie  takes 
his  place  in  the  starting  line  and  makes  a  back,  with  his 
head  away  from  the  hie.  The  next  player  immediately 
jumps  over  him,  and  makes  a  back  one  pace  ahead  of 
the  first  player.  The  third  jumps  over  the  backs  of  the 
two,  and  makes  a  third  back,  and  so  on  till  all  are  down. 
Then  the  hrst  player  jumps  over  all  in  succession,  but 
steps  to  one  side  when  he  has  vaulted  over  the  last 
back.  The  others  all  follow. 

The  line  wins  which  is  hrst  reduced  to  one  player 
in  the  position  of  “  back/’  i.e.,  when  every  player  in 
the  line  has  jumped  over  the  back  of  every  other  player. 

Lifting  Race. 

Teams  sit  in  hie  formation,  in  a  long  sitting  posi¬ 
tion,  knees  straight  and  legs  together,  with  feet  just 
touching  the  player  in  front.  Players  sit  with  arms 
raised  sideways,  and  on  signal  to  start,  the  last  member 
of  the  team  springs  up,  and  lifts  the  player  in  front 
to  his  feet.  This  is  continued  till  all  the  players  have 
been  lifted  into  an  upright  position.  The  team  hrst 
reaching  the  position  of  attention  wins. 

Variation. — The  game  can  be  begun  from  the 
position  of  sitting  with  arms  folded. 

Merry  -  go  -r ou  nds . 

All  the  players  in  the  class  form  two  circles,  the 
inner  circle  joining  hands  with  the  “  butcher’s  grip  ” 
(i.e.,  wrists  of  players  held  by  hands  of  players  on 
either  side)  to  give  a  hrm  hold  round  the  whole  circle. 
Players  in  the  outer  circle  put  their  hands  on  the 
shoulders  of  the  players  directly  in  front  in  the  inner 
circle. 

On  the  command  to  begin,  the  two  circles  skip 
round  to  right  or  left  in  short  steps.  While  the  circles 
are  moving,  a  short  command  is  given,  and  the  outside 


29 


players  move  along  one  place  to  the  right  or  left,  in 
the  direction  in  which  the  circles  are  moving.  Thus  the 
players  change  along  while  moving.  This  can  be 
repeated  any  number  of  times.  After  a  certain  number 
of  changes,  the  two  circles  may  change  places,  and  the 
game  be  repeated. 

Netball  Tennis  (as  played  at  Chorleywood  College). 

This  game  is  played  to  the  usual  tennis  rules  and 
scoring,  but  with  a  netball,  and  the  players  must  have 
sufficient  sight  to  follow  this  ball.  For  the  service,  the 
ball  is  thrown  from  behind  the  service  court  instead 
of  the  base  line.  The  ball  must  be  caught  after  one 
bounce  only  and  returned  over  the  net  from  the  spot 
at  which  it  was  caught. 

Obstacle  Relay  Race. 

Four  lines  are  formed  each  with  an  equal  number 
of  players,  and  the  first  player  in  each  line  is  given  a 
suitcase  containing  four  articles,  e.g.,  Indian  clubs. 
At  a  signal  he  runs  to  a  point  chosen  as  goal,  opens  the 
case,  puts  the  Indian  clubs  in  a  pile  on  the  ground, 
runs  back  to  the  line  with  the  empty  case  and  hands 
it  to  the  next  player,  who  has  to  run  with  the  case  to 
the  clubs,  pack  them  in  it,  and  return  with  the  full 
case  to  the  third  player,  and  so  on.  The  team  finishing 
first  wins. 

Overhead  Passing. 

A  ball  is  needed  for  each  team,  and  the  teams  stand 
in  file  formation,  each  player  having  his  hands  held 
slightly  forward  above  his  head,  ready  to  receive  the 
ball.  On  the  signal  to  start,  the  leader  passes  the  ball 
backwards  over  his  head  to  the  second  player,  who  in 
his  turn  passes  it  to  the  third  player.  This  is  continued 
till  the  end  player  is  holding  the  ball  above  his  head, 
and  the  game  is  then  ended. 
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Overhead  Passing  Relay. 

A  ball  is  required  for  each  team.  This  ball  is 
passed  overhead  to  the  end  player,  who  runs  to  the 
front  of  the  team  on  receiving  it.  He  then  passes  the 
ball  overhead,  and  it  continues  to  the  end  of  the  file 
again.  This  is  repeated  until  the  leader  becomes  the 
end  player,  receives  the  ball,  and  runs  to  the  front  of 
the  team.  As  soon  as  the  leader  reaches  his  first 
position  the  game  is  ended,  when  he  holds  the  ball 
above  his  head. 

Note. — Tunnel  Ball  and  Overhead  Passing,  or 
Tunnel  Ball  Relay  and  Overhead  Passing  Relay  can  be 
combined  to  form  races  requiring  longer  time. 

Rounders. 

The  apparatus  required  is  as  follows  : — 

(1)  Wooden  bat,  shaped  like  a  small  tennis 
racquet ;  handle  should  be  10  inches  long, 
and  bat  about  8  inches  at  its  widest  part. 

(2)  Canvas  covered  rubber  ball,  about  5  inches 
in  diameter,  with  three  or  four  bells  inside. 

(3)  Eight  circular  wooden  hoops,  2  feet  in 
diameter. 

(4)  Coconut  fibre  mat,  4  feet  by  6  feet,  and  not 
too  thick. 

The  game  can  be  played  in  any  playground,  yard, 
or  field,  with  good  running  surface,  and  of  fairly 
regular  shape. 

Each  team  has  eight  players,  four  totally  blind, 
four  partially  sighted.  The  batting  side  stand  as  shown 
in  the  diagram  on  page  48,  the  first  batsman  standing 
ready  to  bat  on  the  mat  which  represents  the  first  post, 
the  second  player  at  the  second  post,  the  third  at  the 
third,  etc.,  blind  and  sighted  players  standing  altern¬ 
ately.  (By  the  word  “  post  ”  a  definite  spot  on  the 
pitch  is  meant,  not  anything  placed  specially  ;  the 
natural  contours  of  the  pitch  are  used  to  form  the 
various  posts). 
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The  fielding  side  stand,  one  in  each  of  the  eight 
wooden  hoops,  which  are  placed  in  a  circle  in  the  middle 
of  the  pitch  (see  diagram)  and  must  be  at  least 
2  yards  apart,  so  that  it  is  impossible  for  a  player  to 
touch  the  next  one,  while  standing  in  the  hoop.  The 
distance  can  vary  according  to  the  age  of  the  players. 
At  the  beginning  of  the  game,  the  two  captains  toss  for 
choice  of  innings,  and  can  choose  either  to  bat  or  to 
field  first.  Each  team  has  two  innings.  The  umpire 
stands  as  near  the  first  post  as  possible. 

The  four  sighted  players  of  the  fielding  team  can 
leave  their  hoops  and  spread  round  the  first  batsman 
(on  the  mat).  When  the  umpire  says  “  Play  !  ”  the 
first  batsman  hits  the  ball  with  the  bat  (as  a  tennis 
service  is  delivered,  either  under  or  over  arm  stroke), 
drops  the  bat  on  to  the  mat,  and  runs  as  quickly  as 
possible  to  the  second  post  to  touch  the  second  player 
already  standing  there.  The  first  player  stops  at  the 
second  post,  while  the  second  player  runs  to  the  third 
post,  there  to  touch  the  third  player.  Thus  each  player 
moves  on  to  the  next  post,  the  eighth  player  running 
to  the  mat,  which  is  the  first  post.  As  soon  as  the 
eighth  player  reaches  the  mat,  he  calls  out  "  Finished/' ’ 

The  four  sighted  players  of  the  fielding  side  field 
the  ball  hit  by  the  batsman,  and  anyone  can  pick  the 
ball  up.  Immediately  the  ball  has  been  picked  up, 
all  the  four  players  run  back  to  stand  in  their  respective 
wooden  hoops,  and  whoever  has  the  ball  throws  it  to 
the  next  player,  on  his  right  or  left,  whichever  has  been 
decided  upon.  (The  umpire  should  change  the  direction 
in  the  second  innings).  The  ball  is  caught  and  thrown 
by  each  player  in  the  circle  till  it  has  passed  completely 
round,  and  is  back  to  the  player  who  first  started  to 
throw.  This  player  should  hold  the  ball  up,  and  call 
“  Finished.” 

N.B. — It  is  no  penalty  to  drop  the  ball,  as  this 
creates  its  own  penalty  in  loss  of  time. 

Scoring. — Only  the  batting  side  may  score. 
A  rounder  is  scored  for  the  batting  side  if  the  eighth 
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player  of  this  side  is  on  the  mat  at  the  first  post  and 
calls  out  “  Finished  ”  before  the  fielding  side  calls  out 
“  Finished/’  It  is  for  the  umpire  to  decide  which  team 
called  first.  If  it  was  the  batting  team,  the  umpire 
should  call  “  Rounder  ;  if  the  fielding  side  “No 
Rounder.”  The  eighth  player  on  the  batting  side  is 
now  ready  to  bat.  The  four  sighted  players  on  the 
fielding  side  spread  out  round  the  batsman,  and  on 
the  umpire  saying  “  Play  !  ”  the  next  rounder  is 
fought  for.  Each  team  therefore  has  eight  chances  of 
scoring  rounders. 

When  the  first  batsman  arrives  back  at  the  first 
post,  the  first  innings  of  the  batting  team  is  completed 
and  the  two  teams  change  over.  Whoever  scores  the 
greatest  number  of  rounders  wins  the  match. 

Penalties. — Should  the  batting  team  fail  to 
touch  the  next  player,  or  should  that  player  start  to 
run  to  the  next  post  before  being  touched,  a  penalty  of 
half  a  rounder  is  awarded  to  the  other  side.  Should  the 
fielding  team  fail  to  throw  the  ball  from  player  to 
player  (i.e.,  should  they  place  the  ball  into  the  hands 
of  a  player)  a  penalty  of  half  a  rounder  is  awarded  to 
the  other  side. 

Should  a  blind  player  fail  to  catch  the  ball,  but 
picks  it  up,  the  ball  can  be  passed  on.  Should  the  ball 
get  lost,  the  seeing  child  who  last  threw  must  pick  it 
up,  and  throw  again  to  the  blind  player. 

It  is  unwise  to  have  children  running  towards  a 
wall,  or  other  obstruction.  Where  it  is  necessary  to 
make  an  angle  in  the  course  of  the  rounder,  there  should 
always  be  room  for  an  over-run. 

Scatter  Ball. 

A  number  of  balls  are  required  for  this  game. 

The  teams  are  scattered  in  any  places  they  choose, 
while  the  person  in  charge  has  the  balls  in  the  centre 
of  the  playing  space. 

On  the  balls  being  rolled  in  all  directions,  each 
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player  tries  to  retrieve  as  many  balls  as  possible,  and 
return  them  to  the  person  in  charge.  Each  player 
counts  the  number  of  balls  retrieved,  and  the  “  scat- 
terer  ”  continues  to  throw  out  balls  as  soon  as  they 
are  returned  to  him,  for  a  certain  period.  The  winning 
team  is  the  one  which  retrieves  the  greatest  number 
of  balls. 

Side  Pass  Ball. 

One  ball  is  required  for  each  team. 

The  teams  stand  in  rank  formation,  with  the  seeing 
leader  facing  the  middle  player  in  the  rank.  On  the 
word  to  start,  the  leader  gives  the  ball  to  the  first 
player,  who  passes  it  along  to  the  left.  When  the  ball 
reaches  the  end  player  the  leader  fetches  it  as  quickly 
as  possible,  and  gives  it  to  number  2. 

When  number  2  receives  it,  number  1  runs  round 
down  the  back  of  the  rank,  and  becomes  the  end  player. 
The  leader  next  gives  the  ball  to  number  3,  and  number  2 
runs  down  the  rank  to  become  the  end  player. 

The  game  is  finished  when  each  player  has  in  turn 
become  the  end  player,  and  the  leader  holds  the  ball 
above  his  head.  The  rank  is  then  in  its  original 
formation. 

Skinning  the  Snake. 

Teams  stand  in  files,  at  the  position  of  feet  astride, 
with  trunks  bent  slightly  forward.  Left  hand  is 
forward,  and  right  hand  backward  between  the  legs. 
Each  player  holds  the  right  hand  of  player  in  front 
with  his  left  hand.  On  the  starting  signal,  end  player 
lies  down  on  his  back,  with  feet  close  together,  while 
all  the  other  players  move  quickly  backwards  over 
him,  keeping  feet  wide  apart.  Each  player  in  turn  lies 
down  as  soon  as  he  passes  over  the  head  of  the  one 
behind  him,  who  is  already  lying  down.  When  all  the 
players  have  reached  the  lying  position,  a  signal  is 
given,  and  the  end  player  (who  is  team  leader)  springs 
up  and  begins  to  stride  forward  with  feet  wide  apart 
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over  the  team.  In  turn  each  player  is  pulled  into  an 
upright  position,  and  team  regains  its  original  hie 
formation.  Throughout  the  game  no  player  may 
break  his  hold.  In  lying  down,  players  must  be  careful 
to  keep  their  feet  and  legs  close  alongside  of  the  player 
in  front.  The  toes  should  be  kept  turned  in  towards 
the  sides  of  the  player  lying  in  front. 

The  winning  team  is  that  which  first  reaches  the 
position  of  all  lying  down,  or  the  return  position  of 
being  in  hie  formation,  according  to  the  conditions  laid 
down  at  the  start  of  the  race. 

Soldiers’  Seat. 

All  the  members  of  a  team  form  a  small  circle  by 
standing  close  together  in  hie  formation,  and  marching 
round  till  the  leader  has  come  round  to  the  end  member 
of  the  team.  Each  member  puts  his  hands  on  the 
shoulders  of  the  player  in  front.  The  circle  closes  up 
till  the  players  can  only  move  in  very  short  steps. 

On  the  command  “  Sit,  each  player  adopts  a 
sitting  position,  with  his  knees  pushed  as  far  forward 
as  possible,  and  pressed  together.  This  forms  a  seat 
for  the  player  in  front.  The  team  hrst  in  position 
with  no  member  falling  over  is  the  winner.  This  can 
be  repeated  several  times,  on  the  signal  “  March  ”  or 
“  Sit.” 

Sport  X  (as  played  at  Chorleywood  College). 

The  game  is  played  between  two  teams  of  eleven 
players.  Of  these,  four  of  each  team  are  termed 
“  Fielders  ”  and  are  partially  blind,  the  rest  are 
“  Runners  ”  and  need  have  no  sight.  The  Runners 
are  numbered  1  to  7  and  play  in  that  order. 

The  ground  consists  of  a  lawn  about  100  yards  by 
50  yards,  surrounded  by  a  gravel  path  and  crossed  by 
two  small  gravel  paths  about  25  yards  from  either  end. 
In  the  centre  of  each  of  these  small  paths  stands  a 
basket  (A  and  B)  and  at  either  end  of  the  ground  is 
a  “  home  ”  and  tapping  basket  (see  diagram  on  page  47). 
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The  Runners  collect  at  their  respective  “  Homes/' 
i.e.,  Reds  and  Blues,  and  the  Fielders  pair  off  with 
their  opponents  in  open  held  as  in  netball.  The  game 
is  started  by  the  umpire  calling  Red  number  1,  and 
the  first  runner  then  comes  up  to  the  basket  nearer 
her  home  and  takes  the  ball.  On  the  whistle,  she 
throws  the  ball  into  the  held  in  any  direction,  and 
immediately  starts  to  run  toward  the  other  basket  (B). 
She  continues  to  run  between  A  and  B  so  long  as  the 
ball  is  in  play,  thus  scoring  runs.  The  Fielders  on  the 
“  Red  ”  side  endeavour  to  keep  the  ball  in  play,  by 
batting  it  with  the  hand  or  kicking  it  in  any  part  of 
the  lawns,  while  their  opponents  try  to  pick  up  the  ball 
and  place  it  in  basket  B.  When  this  is  achieved,  the 
whistle  sounds  and  play  stops,  Runner  number  1 
returning  to  the  “  Home  ”  towards  which  she  is  running 
when  the  whistle  sounds. 

As  soon  as  the  whistle  sounds  for  the  throw  on 
the  field  the  Runners  on  the  Red  side  start  to  run 
round  the  gravel  track,  scoring  one  each  time  they 
pass  a  “  Home,"  and  stopping  wherever  they  are,  on 
the  whistle,  and  stepping  off  the  track  to  wait  on  the 
outer  edge. for  their  next  turn.  As  they  must  be  back 
at  their  “  Home  ”  when  called  to  throw,  only  those 
who  feel  they  can  get  right  round  in  time  start  off  on 
the  first  throw  ;  usually  numbers  2  and  3  remain  at 
their  “  Home  ”  until  after  their  throw. 

Number  1  of  the  Blue  team  is  then  called  by  the 
umpire  to  basket  B  and  the  game  is  re-started  from  this 
end  in  the  same  way,  the  Blue  Runners  scoring  on  the 
gravel  track,  and  the  Red  team  endeavouring  to  put 
the  ball  in  the  basket  (A).  No.  2  Red  is  then  called, 
and  so  on  alternately  both  on  the  field  and  on  the  track. 

Scoring. — The  umpire  records  the  score  of  each 
Runner  on  the  field,  adding  one  for  each  run  between 
the  small  gravel  paths.  The  Runners  on  the  gravel 
track  score  one  each  time  they  pass  a  “  Home  ”  and 
their  total  score  is  added  to  the  held  score  at  half-time 
and  at  the  end  of  play.  Should  a  Runner  succeed  in 
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running  four  times  between  the  paths  A  and  B,  the 
whistle  stops  play  and  six  is  scored  instead  of  four. 
Should  the  ball  when  thrown  reach  the  gravel  track 
beyond  the  half-way  mark  without  being  touched  by 
a  fielder,  it  is  called  a  boundary  throw  and  three  is 
added  to  the  score  on  the  field,  and  the  Runners  on 
the  track  may  continue  their  run  on  to  the  nearest 
“  Home  ” 

Precautions. — Each  team  should  wear  a  dis¬ 
tinctive  colour,  so  that  the  umpire  can  see  at  a  glance 
that  the  players  are  in  their  right  places. 

The  Runner  on  the  held  should  be  given  a  free 
course  between  the  small  paths,  the  fielders  being 
penalised  for  obstructing  her,  the  penalty  being  minus 
one  point  from  the  score  of  the  offending  team. 

Should  the  ball  roll  off  the  lawn  on  to  the  gravel 
track,  the  whistle  shall  stop  play  at  once.  If  sent  off 
by  a  fielder  on  the  same  side  as  the  Runner,  the  score 
on  the  held  for  that  turn  does  not  count.  But  if  sent 
off  by  her  opponents,  the  Runner  shall  add  the  run 
she  was  completing  when  the  whistle  went,  to  those 
already  run. 

The  next  number  should  not  be  called  up  until 
the  previous  number  has  regained  the  “  Home.” 

The  ball  used  is  a  number  5  Association  football. 

The  “  tapping  basket  ”  is  used  at  either  “  Home  ” 
to  help  the  Runners  keep  a  straight  course  and  to  know 
where  the  “  Home  ”  is  ;  the  tapping  sound  being  kept 
going  all  the  time  they  are  running. 

Straddle  Relay. 

A  ball  or  bean  bag  is  required  for  each  team. 

The  teams  are  arranged  in  hie  formation  with  a 
seeing  leader.  The  ball  or  bean  bag  is  a  few  yards 
in  front  of  the  leader.  On  the  command  to  start,  the 
leader  runs  and  fetches  the  ball,  returns  to  his  team, 
and  begins  Tunnel  Passing.  Each  player  kneels  and 
makes  himself  as  small  as  possible  after  passing  the 
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ball.  When  the  end  player  receives  the  ball  through 
the  tunnel,  he  “  straddles  ”  over  the  team  to  the  front 
of  the  file.  The  players  again  form  a  tunnel  when  the 
“  straddler  ”  has  passed  over  them,  and  the  game 
continues  until  the  leader  has  straddled  over  his  team 
to  his  original  position  at  the  head  of  the  hie.  The 
game  is  won  by  the  team  whose  leader  is  first  back  at 
the  head  of  his  team. 

Note. — A  variation  of  this  game  can  be  played, 
with  Overhead  Passing  instead  of  Tunnel  Passing. 

Team  Dodge  Ball  (From  The  Teacher  of  the  Blind, 
July,  1929). 

Two  or  more  teams  containing  three  or  more  boys 
in  each  may  compete.  There  should  if  possible  be  two 
partially  sighted  boys  in  each  team. 

A  circle  is  formed  with  one  of  the  teams  in  the 
middle,  the  team  standing  in  single  hie,  with  a  seeing 
leader,  and  if  possible  a  seeing  boy  at  the  end.  Each 
boy  puts  his  hand  round  the  waist  of  the  boy  in  front. 

The  boys  in  the  circle  then  try  to  hit  the  last  boy 
of  the  team  below  the  knee  with  a  football.  As  the 
ball  is  passed  round  the  circle  the  leader  in  the  centre 
keeps  his  team  facing  the  ball,  and  may  defend  his  team 
by  kicking  the  ball  away  when  it  comes  within  reach. 
A  time  limit  of  twenty  “  counts/'  independent  of  the 
number  of  throws,  adds  considerably  to  the  speed  of 
the  game. 

Tunnel  Ball. 

A  ball  is  required  for  each  team,  and  the  teams 
stand  in  hie  formation,  with  feet  astride  and  arms 
length  distance  between  each  pair  of  players. 

On  the  signal  to  start,  the  leader  of  each  team 
passes  the  ball  through  his  legs  to  the  second  player, 
who  in  his  turn  passes  to  the  third  player.  This  is 
continued  until  the  end  player  receives  the  ball.  As 
soon  as  he  does  so,  and  holds  the  ball  above  his  head, 
the  game  is  finished. 
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Tunnel  Ball  Relay. 

One  ball  is  required  for  each  team,  and  the  forma¬ 
tion  and  start  of  the  game  are  similar  to  that  in  Tunnel 
Ball.  When  the  end  player  receives  the  ball  he  at  once 
runs  up  to  the  front  of  his  team,  running  along  the 
outside  of  the  other  players.  As  soon  as  he  reaches  the 
front  position  of  the  team,  he  passes  the  ball  through 
his  legs  to  the  leader,  who  is  now  in  the  second  position. 
This  procedure  is  repeated  till  the  leader  receives  the 
ball  as  the  last  player  in  the  team,  and  runs  to  his 
original  place  as  leader. 

When  the  leader  reaches  his  original  position,  and 
holds  the  ball  above  his  head,  the  game  is  finished. 

Tunnel  Crawling. 

Teams  should  be  in  hie  formation,  and  at  the 
position  of  feet  astride.  The  distance  between  each 
two  players  is  that  obtained  by  placing  the  hands  on 
the  shoulders  of  the  player  in  front. 

On  the  command  to  start,  the  end  player  crawls 
through  the  tunnel  of  legs  as  quickly  as  possible.  As 
each  player  reaches  the  front  of  the  hie  the  player 
already  standing  there  may  help  by  catching  the  crawler 
round  the  waist,  and  assisting  him  into  an  upright 
position.  All  players  follow  as  quickly  as  possible. 
The  game  ends  when  the  leader  stands  in  front  of  his 
team  again  after  crawling  through  the  tunnel. 

Tunnel  Relay. 

Each  team  is  in  two  halves,  which  stand  in 
parallel  hies.  Each  couple  joins  hands,  and  raises  them 
to  form  an  archway.  The  outside  hands  are  kept  at 
the  sides. 

At  the  signal  to  start,  the  hrst  couple  drop  hands 
and  run  down  the  outside  of  the  hies,  meeting  at  the 
bottom.  As  soon  as  they  meet,  they  run  through  the 
arch  formed  by  the  other  pairs  of  players  till  they 
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reach  their  first  position,  when  they  immediately  form 
their  arch.  The  second  couple  then  start  at  once,  and 
follow  the  course  of  the  first  couple,  after  passing 
through  the  first  arch. 

This  is  done  by  each  couple  in  turn,  as  soon  as 
the  pair  in  front  of  them  have  returned  to  their  position. 
The  race  finishes  when  the  last  couple  return  to  their 
position,  and  hold  up  their  hands  to  complete  the  arch. 


Turning  Race. 

The  teams  stand  in  file  formation,  and  on  the 
signal  to  start  the  leader  turns  quickly,  and  touches 
the  player  behind,  who  in  his  turn  touches  the  player 
behind,  and  so  on.  The  team  to  finish  first  is  the 
winner. 

After  the  end  player  has  turned  he  can  turn  front 
at  once,  and  so  repeat  the  movement  to  bring  the  team 
to  its  original  position.  No  player  can  turn  before 
being  touched. 


Winding  the  Clock. 

Each  team  is  in  rank  formation  with  hands  joined. 
On  the  signal  to  start,  the  leader  runs  round  the  end 
player  who  stands  still,  and  continues  to  go  round  and 
round  till  he  has  wound  all  his  team  round  the  end 
player.  The  player  next  to  the  end  is  wound  round  at 
once,  each  player  having  a  bigger  distance  to  run 
round  before  being  finally  “  wound  ”  according  to  his 
distance  from  the  end  player. 

After  winding,  the  leader  begins  to  “  unwind  ”  at 
a  given  signal,  till  the  team  is  back  in  rank  formation 
again. 

Winding  the  Wool. 

Each  team  is  in  rank  formation  with  hands  joined. 
On  the  signal  to  begin,  the  leader  turns  in  towards  the 
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next  player,  and  keeps  turning  till  all  the  players 
in  the  team  have  been  wound  round  into  a  “  ball  ”  as 
small  as  possible.  On  the  signal  to  unwind,  the  end 
player  who  was  the  last  to  be  wound  in  begins  to 
lead  round  in  the  opposite  direction  until  the  team  is 
back  to  rank  formation  again.  The  first  team  to  reach 
this  position  is  the  winner. 


Zig  Zag  Passing. 

One  ball  is  required  for  each  team. 

Each  team  is  divided  into  two  equal  groups,  facing 
one  another  in  rank  formation.  Number  the  players, 
having  the  odd  numbers  in  one  rank,  and  the  even 
numbers  opposite. 

Number  1  holds  the  ball,  and  on  the  word  to  start 
passes  it  to  number  2,  who  in  turn  passes  it  to  number  3. 
This  is  continued  till  the  end  player  in  the  “  evens  ” 
has  received  the  ball.  The  team  which  first  completes 
the  passing  is  the  winner,  and  the  finish  is  signified 
by  the  end  player  holding  the  ball  above  his  head. 


Zig  Zag  Relay. 

One  ball  is  required  for  each  team. 

The  teams  are  in  file  formation,  and  on  the 
command  to  start  the  leader  passes  the  ball  through 
the  tunnel.  When  the  end  player  receives  the  ball, 
he  “  zig  zags  ”  in  and  out  of  the  spaces  between  the 
players  until  he  reaches  the  head  of  the  team.  The 
ball  is  again  passed  through  the  tunnel,  and  the  new’ 
end  player  “  zig  zags  ”  dowm  the  file.  This  is  con¬ 
tinued  till  the  leader  reaches  his  position  at  the  head 
of  the  team,  and  holds  the  ball  above  his  head  to  show’ 
the  end  of  the  game. 

Note. — The  above  game  can  be  played  with  Over¬ 
head  Passing  or  Side  Passing  (see  pages  30  and  34). 
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Sports  Days  Activities 

Ball  throwing. 

Bunny  race  (suitable  for  little  children). 

Camel  race 
Chariot  race. 

Circular  jumping. 

Egg  and  spoon  race. 

Flat  race. 

High  jump. 

Hop,  skip  and  jump. 

Long  jump. 

Obstacle  race. 

Pass  potato  race. 

Rope  climbing. 

Sack  race. 

Three-legged  race. 

Tug  of  war. 

Wheelbarrow7  race. 


Party  Games 

Animal  Noises. 

The  players  form  a  circle  round  the  leader,  who 
holds  a  cane  in  his  hand.  They  walk  round  him,  till 
he  taps  three  times  with  the  cane,  when  they  must 
stand  still.  The  leader  then  touches  a  player  with 
the  cane,  naming  some  animal  as  he  does  so,  and  the 
player  touched  must  make  a  noise  like  that  of  the 
animal  chosen.  The  leader  tries  to  guess  who  the 
player  is,  and  if  he  guesses  right,  the  player  takes  his 
place  in  the  centre  of  the  ring.  If  he  is  wrong,  the 
game  is  repeated  with  the  same  leader. 

Buzz. 

Players  sit  in  a  circle  round  the  room.  The  first 
player  says  “  One,”  the  second  “  Two,”  and  so  on, 
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but  whenever  the  counting  reaches  seven,  or  any 
multiple  of  seven,  the  player  whose  turn  it  is,  must 
say  “  Buzz  ”  instead.  Any  player  making  a  mistake 
is  out  of  the  game,  which  continues  till  there  are  only 
two  players  left.  These  count  till  one  of  them  makes 
a  mistake. 

Characters. 

One  player  goes  out  of  the  room,  and  the  others 
choose  a  well-known  character  in  history  or  in  fiction, 
or  a  fellow-member  of  the  club.  The  guesser  returns 
and  asks  questions,  which  must  be  answered  with  the 
words  “  Yes  ”  or  “  No  ”  till  he  discovers  whom  he  is 
supposed  to  represent. 

Clap  In  and  Clap  Out. 

One  player  acts  as  doorkeeper  and  the  other 
players  divide  into  two  equal  groups.  One  group  leaves 
the  room,  and  the  players  who  remain  sit  in  a  circle, 
each  with  an  empty  chair  beside  him.  A  player  in  the 
room  chooses  one  of  those  who  are  outside,  and  as  he 
enters  each  player  in  the  room  offers  him  a  seat.  If 
he  sits  by  the  one  who  has  chosen  him,  he  is  allowed  to 
remain  seated  in  the  room,  if  not,  the  players  clap  their 
hands  to  show  that  he  must  go  out.  Another  player 
then  chooses  one  from  the  outside  group  and  the  game 
continues  till  all  are  seated. 

Grab  Bag. 

Several  small  familiar  objects  that  will  not  break 
are  put  into  a  bag,  and  each  player  puts  his  hand  into 
the  bag,  and  feels  the  different  objects.  After  the  bag 
has  been  passed  round,  the  players  either  write  down 
the  names  of  the  objects  themselves  or  get  their  seeing 
partners  to  do  so,  and  the  player  with  the  most  com¬ 
plete  list  wins  the  prize. 

Guessing  Weights. 

A  tray  is  provided,  on  which  are  placed  several 
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different  articles  which  have  been  weighed.  Each  com¬ 
petitor  is  allowed  to  handle  the  various  articles,  and 
to  state  what  he  thinks  each  weighs.  The  competitor 
who  guesses  most  nearly  the  weight  of  the  greatest 
number  of  things  wins  the  prize. 

How  Many  Words  a  Minute  ? 

Two  teams  are  formed,  and  a  timekeeper  and 
scorer  appointed.  A  player  from  the  first  team  goes 
out  of  the  room,  and  the  other  team  chooses  any  letter 
of  the  alphabet,  except  X  or  Z.  Then  the  player  is 
called  in,  and  after  the  timekeeper  has  said  “  Go,”  he 
is  told  the  letter,  and  has  to  say  as  many  words  as 
he  can  beginning  with  that  letter  in  one  minute.  The 
scorer  counts  one  point  for  each  word.  His  score  at  the 
end  of  the  minute  is  recorded,  and  then  a  player  of 
the  other  team  goes  out,  and  is  given  a  letter.  This 
continues  till  everyone  has  had  a  turn,  and  the  team 
with  the  biggest  score  wins. 


Hunt  the  Ring  (From  The  Teacher  of  the  Blind , 
March,  1928). 

A  long  tape  is  passed  through  a  curtain-ring,  and 
the  ends  knotted  together.  Players  stand  in  a  circle 
holding  the  tape  loosely  in  their  hands,  and  the  ring 
is  slipped  from  hand  to  hand.  A  player  in  the  middle 
of  the  circle  seizes  the  tape  at  any  point  where  he  thinks 
the  ring  is  hidden,  and  the  person  holding  the  tape  at 
that  point  is  obliged  to  raise  his  hands.  If  the  ring  is 
found,  he  takes  his  place  in  the  middle  of  the  circle. 

Jacob  and  Rachel. 

All  the  players  except  two  form  a  circle,  and  the 
two  odd  players,  “  Jacob  ”  and  “  Rachel,”  stand  in 
the  centre.  Jacob  asks  :  “  Rachel,  where  art  thou  ? 
and  Rachel  replies  :  “  Here  I  am,  Jacob,”  and  at  once 
tiptoes  to  another  point  in  the  ring.  Jacob  may  repeat 
his  question  as  often  as  he  likes,  and  Rachel  must 
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answer  each  time.  When  Rachel  is  caught,  Jacob 
returns  to  the  ring,  and  Rachel  chooses  a  new  Jacob, 
this  time  taking  the  aggressive  part,  and  saying  : 
“  Jacob,  where  art  thou  ?  ” 

Musical  Parcel. 

The  players  sit  in  a  circle,  and  pass  a  small  parcel 
from  one  to  another,  while  music  is  played.  The  person 
holding  the  parcel  when  the  music  stops  must  drop  out, 
and  the  winner  is  the  player  left  in  to  the  end.  The 
parcel  contains  a  small  prize. 

Poor  Kitty. 

The  players  sit  round  in  a  circle,  and  one  is  chosen 
to  be  “  Poor  Kitty/’  Kitty  goes  round  on  hands  and 
knees  to  each  player,  and  meows  three  times.  The 
player  in  front  of  whom  she  meows  must  pat  her  on 
the  head  three  times,  and  say  “  Poor  Kitty,  poor 
Kitty,  poor  Kitty,”  without  laughing.  If  a  player 
laughs  he  must  change  places  with  poor  Kitty. 

Scents. 

Spices  and  other  things  having  a  distinctive  smell, 
like  coffee,  soap,  orange  peel,  lavender,  are  placed  in 
containers  and  the  players  are  required  to  guess  from 
the  smell  what  each  article  is,  the  player  guessing  the 
largest  number  winning  the  game. 

Sounds. 

A  number  of  familiar  objects  which  sound  when 
tapped  are  collected,  and  the  players  who  sit  in  a  circle 
are  required  to  write  down  the  name  of  the  article  as 
each  object  (e.g.,  a  bell,  piece  of  china,  glass,  bit  of 
wood,  etc.)  is  tapped.  The  player  whose  list  is  most 
nearly  correct  wins.  It  is  sometimes  convenient  to 
play  this  game  with  a  blind  and  seeing  partner  working 
together,  as  the  seeing  person  can  make  the  list. 
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Songs  Without  Words. 

In  this  game,  each  blind  person  should  have  a 
seeing  partner,  able  to  write  down  his  solutions  for  him 
on  the  slips  of  paper  to  be  provided.  The  club  leader 
reads  a  story  (it  is  not  difficult  to  invent  a  suitable 
tale)  leaving  out  certain  woids,  and  pausing  when  an 
omission  is  made  for  the  clue  to  be  given  by  the  playing 
of  an  appropriate  air  on  the  piano.  The  story  might 
begin  as  follows  : — 

There  once  lived  a  girl  called  .  .  .  (Annie 
Laurie)  with  her  brother  .  .  .  (Tom  Bowling). 
Together,  they  shared  .  .  .  (Little  grey  Home 
in  the  West)  with  .  .  .  (The  Old  Folks  at 

Home). 

The  player  with  the  highest  score  of  correct  titles 
wins  the  game. 

Stringing  Race. 

Each  player  is  provided  with  a  small  box  of  beads 
of  different  sizes  and  shapes — the  same  number  of 
beads  in  each  box.  He  is  also  given  a  needle  and 
thread,  and  when  the  signal  to  start  is  given  he  begins 
to  separate  them,  putting  the  small  ones,  medium  sized 
ones,  and  large  ones  in  separate  groups,  and  then 
stringing  them,  keeping  the  three  sizes  separate.  The 
player  who  correctly  completes  his  string  first  is  the 
winner. 

Who  am  I  ? 

One  player  stands  in  the  centre  of  a  ring,  and 
pointing  his  finger  at  anyone  in  the  ring,  asks  him  a 
question,  to  which  he  must  reply  in  a  disguised  voice. 
The  player  in  the  ring  tries  to  guess  who  it  is,  and  if 
successful  takes  his  place  in  the  circle,  while  the  person 
whose  name  has  been  correctly  guessed  must  in  his 
turn  stand  in  the  ring. 
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